['paduueckass 6MOIHOTEKA

OpenGL

JleTHAA KOMIILIOTEpHAad Mrkojia — 2012
12 aBrycra



['paduueckad 6uodsmorexa OpenGL

e Uctopma OpenGL HaunHaetca B 1992, Koraa 6bina Bbinyuw,eHa
nepsas Bepcus.

* OpenGL no cBoeu cyTu He aBnaeTcAa rpapmnyeckon bnbamnotekown, a
Wb MHTepdencom K aApaneepy rpadpryeckoro ycTpoucTsa.

* CtaHpapTHbIN nHTEepdenc OpenGL paccunTaH Ha A3bIK C, 0a4HAKO
CYLLECTBYIOT MPUBA3KU N K APYIUM A3bIKAaM MPOrpaMmmMmmnMpoBaHUA.
Hanpumep, C++, Java, Fortran, Perl, Python, Pascal, Ada n CH.
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['paduueckasa oubsmorexa OpenGL

ARB

MponssoauTens obopyaoBaHUA
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* B HacTOoALLEee Bpemsa cTaHAApT bubanoTtekn paspabaTbiBaeTca
KoHcopumymom ARB (OpenGL Architecture Review Board), B
KOTOPbIN BXOAAT BCE KPYMNHbIe NPon3BoaAUTENN rpaPrUYecKoro
obopynoBaHuA.

* NMocnepHsas Bepcma OpenGL 4.2 6bina BbinyweHa 8 asrycra 2011.
e KaXabln nponsBoamnTeNnsb BrnpaBe BHOCUTb CBOU HECTAHAAPTHbIE
paclmnpeHuna AnAa AONONHUTENbHbIX GYHKLUUIN, NoaAePHKUBAEMbIX

TO/IbKO ero obopyaoBaHUEM.

 HeKoTOpble HECTAHAAPTHbIE PaclUMPEHUA CO BpEMEHEM MOTYT
BOUTW B oMepeaHOM CTaHOapT.
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3a 20 net cyuwectBoBaHna OpenGL 6b1s10 BbiNyLWwEeHO 4 OCHOBHbIX
BEPCUMW.

1992 2004 2008 2010 2011

Microsoft DirectX 6bin sbinyuweH 8 1995 200y :)

B OpenGL 3.0 6bin BBeaeH HOBbIN API, KOTOPbINA CUNBHO
otnndaetca ot OpenGL APl npeabiayuwimx Bepcumn.
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* B KOMNbOTEPHOM rpadmKe NCMONb3YIOTCS Pas/IMyHbie Moaenun Ans
onncaHna ¢opmbl 06HEKTOB.

e OgHoM 13 Hanbosiee NnonNynApPHbLIX Modenen ABNAETCS
NOJIMrOHaIbHasA MOAE b, B KOTOPOU Ppurypa npeacrtaBaaeTca B BUAe
MHOrOYro/IbHMKOB, CBA3aHHbIX Yepe3 obLiMe BEPLUMHDI.
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Kak pabortaetr OpenGL?

ObpaboTKa BEPLUMH U
NPUMUTUBOB

v

Pactepusaums pparmeHToB

v

Onepaunun Hag, NMKCeNamm

v

[lepenaya AaHHbIX B
bydep Kappa
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* B OpenGL BX0AAT HECKO/IbKO COCTaBHbIX YacTen. B yacTtHoCTY,
noabmndbnanortekn GLU n GLUT.

e 1nA nogKNtOYEHUA 3aroN0BOYHOro panna, B KOTOPOM HAXOAATCA
OCHOBHble ¢yHKUMM OpenGL B Havane nporpammbl TpebyeTcs
No6aBUTb CeaytoLLyo CTPOKY:

#include <GL/gl.h>

 AHanornyHo, ansa noakntoveHna ¢yHkumm GLU n GLUT chepyet
n06aBuTH

#include <GL/glu.h>
#include <GL/glut.h>
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CuHTakcnc KommaHpg OpenGL
type glCommandName[N][typeArg][v] (argl, arg2, .., argN);

e gl — nma ucnonbsyemon 6ubnnoteku (Hanpumep, glu nam glut);

e CommanName — MmAa KomaHAabl;

e N — KONMYECTBO apryMeHTOB,;

e typeArg — Tun aprymeHToB (Hanpumep, f ana float);

° V — CMMBOJI, YKa3biBaOLWMN, YTO B KA4YeCTBe NapamMeTpoB
npuHUmaeTca He N aprymeHTOB, a yKa3aTe/lb Ha maccms U3 N
aprymeHTOB.

Hanpumep,
 void glVertex3f(float x, float y, float z)
 void glVertex2dv(double *array)
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PucosaHune B OpenGL cOCTOUT U3 TpeX OCHOBHbIX LLAros:

° OYUCTKa bydepos,;
* YCTAaHOBKA NONOXEHUA KaMepbl;
* Npeobpas3oBaHMeE U PUCOBAHNE FTEOMETPUYECKNX OOBEKTOB.
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e Ouncrtka bydepos nponssoanTca ¢ nomouibto pyHkumu glClear,
KOTOpaA B Ka4ecTBe aprymeHTa NpMHMUMaeT umeHa bydepos,
KOTOpPbIE HYXXHO OYUCTUTD.

* B Hawem npumepe pyHkuma glClear ounwaet bydep upeta
(GL_COLOR_BUFFER_BIT).

* [lepen, BbINONIHEHNEM OYUCTKU Bydepa BbINoNHAETCA PYHKLMA
glClearColor(R, G, B, A), KOTOpaA ycTaHAaB/NBAET LBET, KOTOPbIM
byaeT 3anosHeH bydep.
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* ATOMapHbIM rpadpunyeckmm npummnutneom B OpenGL aBaaeTca ToUKa
(vertex).

e /I3 TOYeK CTpOoATCA BCE OCTa/IbHble MPUMUTUBDI.

e C KaXKa0M BEPLIMHOWN acCCOUUMNPYIOTCA €€ aTpnbyTbl: NONOKEHUE B
NPOCTPAHCTBE, LBET, BEKTOP HOPMA/IN U TaK Aanee.
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* [lono)KeHne BePLUMHbI B MPOCTPAHCTBE

void glVertex[2 3 4][s 1 f d] (type coords)
void glVertex[2 3 4][s 1 f d]v (type *coords)

* LIBeT BepLUUHDbI

void glColor[3 4][b s i f] (type coords)
void glColor[3 4][b s i f]v (type *coords)

* Hopmanb

void glNormal3[b s i1 ¥ d] (type coords)
void glNormal3[b s i f d]v (type *coords)
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OnepaTopHble CKOOKM 06 beANHAIOT TOYKKU B Apyrme NnpUMUTUBDI:

glBegin(mode);
// onucaHue moyek
glEnd();



GL_POINTS GL_LINES GL_LINE_STRIP

GL_TRIANGLES

GL_TRIANGLE_STRIP

» .

GL_POLIGON GL_QUADS

GL_QUAD_STRIPE
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e [1na 3a4aHMA pa3/IMYHbIX Nnpeobpa3oBaHni 06beKToB B OpenGL
MCNO/Ib3YIOTCA IMHENHbIE Npeobpa3oBaHMA.

* /ltoboe nnHenHoe npeobpasoBaHue B OpenGL 3a43ETCA MaTPULLEN YnCen
pasmepom 4x4.

* MaTpuua moxeT bbiTb co34aHa NPU MOMOLLM YEeTbIPEX OCHOBHbIX KOMaHA,:

void glLoadIdentity()

void glTranslate[f d](x, Yy, z)
void glScale[f d](x, vy, z)

void glRotate[f d](angle, x, y, z)
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* OYyeHb YacTo KaKMe-To oTAeIbHble AeTann cueHbl opopMAAOTCA B
cUCTEME KOOpAUHAT € ueHTpom B TouKe (0, 0, 0), a anwb 3aTem
NepeHoCcATCA Ha CBOE MeCTO MaTPUYHbIMK Npeobpa3oBaHUAMMN.
Takne npeobpa3oBaHUA HA3bIBAOTCA MOAE/IbHbIMMN.

e lna satoro ynobHo ncnonb3oatb dyHKUMM glPushMatrix un glPopMatrix:

glPushMatrix();

glTranslate(...);

glScale(...);

glRotate(...);

DrawSomething(); // Hawa ¢yHKyusa pucoBaHus
glPopMatrix();

e ObpaTuTe BHUMAHME, YTO onepaunm npeobpaszoBaHMA MaTPULLbI
TpebyeTca NnucaTb B 0bpaTHOM nNopaaKe.
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 [Mocne Toro, Kak cueHa, cocToAlasa U3 MenKnx aetanei bygert cobpaHa B
OZlHO Uenoe, obblYHO TpebyeTcs NPMMEHUTL BUA0BOE npeobpasoBaHMe.

* Buposoe npeobpa3oBaHms 3aKA04YaETCS B TOM, YTO BCA CLEHA
TpaHcPopMUMpyeTca ANs TOro, YTobbl Kamepa CMOTPeNa Ha Hee noj,
cneumnanbHbIM PaKypPCoM.

e lna Bnpgosoro npeobpasoBaHmna yA0OHO MCNONb30BaTb PYHKLUIO
void gluLookAt(eye x, eye y, eye z,

cent_x, cent y, cent z,
up_X, Uup_y, up_z)
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* MMocnegHee npeobpasoBaHne — npoeKTusHoe. OHo TpebyeTca Ans
npeobpa3oBaHMNA TPEXMEPHOM KAPTUHKN B ABYMEPHYIO, TO €CTb ANA
nepeHoca n3obparxkeHus cueHbl Ha MOHUTOP.
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void glOrtho(left, right, bottom, top, near, far)

z = zfar

(right, top, zfar)

2= edr

+Y

(left, bottom, znear)

+Z£
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void gluPerspective (GLdouble fov,
GLdouble aspect,
GLdouble znear, D,
GLdouble zfar); 2
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¢ O,EI,HOVI N3 CaMbIX BaXKHbIX YacTen NP NOCTPOEHNUN CLUEHbLI ABNAETCA
ocBelwleHne U matepumaibl.

* B peanbHOM XN3HW pa3Hble maTepuanbl NO-PA3HOMY OTPAXKAKOT U
nornowatot ceeT. B OpenGL agna ummntaunmn peasnbHbIX MNOBEPXHOCTEN
MCNonb3yeTca mogenb ocsewieHUA PoHra.
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Ambient Diffuse Specular = Phong Reflection
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* B OpenGL ana 3agaHmna TMNa matepmana Mcnoab3yetca GyHKUUA:
void glMaterial[i f](face, pname, args...)

 AprymeHT pname 3a43€T NnapameTp maTepmana:
GL_AMBIENT — paccesaHHbIN LBET MaTepunana;
GL_DIFFUSE — anddy3HbIM UBET MaTepuana;
GL SPECULAR — 3epKanbHbIU LUBET MaTepmnana;
GL_SHININESS — cTteneHb «bnecTawectm» matepuana;
GL_EMISSION — ugeTt n3ny4yaemoro cBerTa.

e AprymeHT face 3a0aéT CTOPOHY NPUMUTMBA, K KOTOPOM
npumeHsatoTca napameTpbl (GL_FRONT, GL_BACK,
GL_FRONT_AND_BACK).
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* ICTOYHMK cBeTa 3a4aETCs KOMaHA0M
void glLight[i f](light, pname, args...)

° pname MOXXEeT MPMHUMATb T Ke, 3HAYEeHUA, YTO U
COOTBETCTBYHOWMN aprymeHT B glMaterial.

e lononHuTenbHo gllight moxKeT NnpMHUMaATb aprymeHT pname
paBHbiMm GL_POSITION, KoTopaa npnHMUMaeT No3nLUmno UCTOYHMKA
cBeTa (KoopauHaThl X, Y, Z, W). Ecnn w=0, TO NCTOYHUK cBeTa
cymTaeTca 6ecCKoOHeYHo yaaEHHbIM.
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* VICTOYHUKM cBeTa 3a4atoTcA KOHCTaHTamu GL_LIGHTO,
GL _LIGHT1, GL LIGHT2, .., KoTOpble nepenatoTca B GyHKUUIO
glLight, Kak aprymeHTbil.

e [1nA BKAKOYEHUSA peXXMMa ocBeLleHns TpebyeTcs NCnoanb3oBaTb
KOMaHAay

glEnable(GL_LIGHTING)

¢ KB)‘K,EI,bII?I MCTOYHUK CBETA MOXKHO BK/TKOYUTb U BbIKJTKOYUTb OTAEJ/IbHO:

glEnable(GL_LIGHTO)
glDisable(GL _LIGHT®O)
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e OgHNM N3 Hanbosee ncnonblyembix 3PPEKTOB B KOMMbIOTEPHOMU
rpaduke asnaetca sapPeKT TymaHa, KOTOPbIXN NO3BONAET NPUAATL
PEAIMCTUYHOCTU U CKPbITb HEKOTOPbIE OrPexn peannsaumn.

* [lapameTpbl TYMaHa 3a4at0TCA C NOMOLLLbIO PYHKLUMK

void glFog[i f] (pname, args).
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OCHOBHbIM NapaMeTpPoM (pname) ABAseTCA NapameTp
GL_FOG_MODE, koTopbint onpeaenaet popmyy, N0 KOTOPOU
BbIYNCNAETCA MHTEHCUMBHOCTb TYMaHa B TOYKe. BO3MOKHble 3Ha4yeHus:

e GL_EXP;
e GL_EXP2;
e GL_LINEAR.

Kpome Toro, MCnonb3ytoTca NapameTpbl:

e GL_FOG_DENSITY — «rnybuHa» TymaHa;
e GL FOG_COLOR — uBeT TymaHa.
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TeKCcTypbl U TEKCTYPHble KOOPAUHATbI

e OYyeHb YacTo ANA NpUaaHUA 0O6bEKTY BUAA Kakoro-nmbo matepumana
(Hanpumep, mpamopa nan gepesa) NPUXoaNTCA MCNONb30BaATb
TEeKCTYpbl.

e [1nA NPOCTOTbI Ka)XA0MN BepLIMHE NPUMUTMBA CONOCTaBAETCA
HeKoTopan KoopAuHaTa Ha TEKCType C UCnosib3oBaHMeM GYHKLUMK

void glTextCoord2[s i f d] (x, y)
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(0; 1) (1; 1)

TeKcTypa

(0; 0) (1; 0)
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[ns 3arpy3ku nsobpaxKeHna MoKHO MCNOAb30BaTb GYHKLMIO U3
onbnnotekn AUX:

void* auxDIBImagelLoad(const char* filename)

[aHHana PyHKUMSA 3arpyrKaeT TeKCTypy n3 pamna B8 popmate *.bmp nam
*.dib n 3arpy»xaet gaHHble BO BHYTPEHHIOKO NAaMATb.

[locne 3dIpy3KUN B NaMATb Tpe6yeTcn nepenatb M306pa)KEHVIe Ha
BUOEOKAPTY. Ob6bI4HO A4 3TOro MCnoJsib3yrot KOMmaHAy

void gluBuild2DMipmaps(target, components, width,
height, format, type, data)
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[Tpumep 3arpy3Kn TeKCTypbl:

glGenTextures(TexNumer, &TexFacelD);
glBindTexture(GL _TEXTURE_2D, TexFacelDI[k]);
pImage = dibImageload(«texture.bmp»);
gluBuildMipmaps (GL_TEXTURE_2D, GL_RGB,
pImage->sizeX,
pImage->sizeY,
GL_RGB,
GL_UNSIGNED BYTE,
pImage->data);
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Utor

Mbl Hay4YNNUCH:

CTPOUTb U3 BepPLLUUH Bonee cnoXHble 0O6BbEKTDI;

MCNO/1Ib30BaTb IMHENHbIe Npeobpa3oBaHMA NPU CO34aHNMN CLEHDI;
MCNO/1Ib30BaTb Pa3/INYHble NPOEKLUNU;

npaBuAbHO 06pabaTbiBaTb C/1y4an, Koraa 06 bLEKTbI HAXOAATCA Ha
nepeaHem 1 3aHEM NNaHE;

3a[1aBaTb NapaMeTpbl MaTepuana u OCBELLEHUNE;

MCNONb30BaTb IPPEKT TYMaHa;

(BO3MOXHO?) HaKnaabiBaTb TEKCTYPbI HA NPUMMUTUBDI.



Crzacu60 3a BHUMaHue!



